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  shiC	  
	  
In	  last	  20	  yrs	  socie-es	  have	  transi-oned	  away	  
from	  labour	  intensive	  ‘smoke	  stack’	  industries	  
towards	  a	  knowledge	  intensive	  &	  crea-ve	  
organisa-onal	  focus.	  
	  
For	  a	  “networked	  economy”	  (Selzer	  &	  Bentley,	  1999)	  
educa-on	  needs	  to	  focus	  on	  the	  connec-ons	  
between	  schools	  and	  society,	  the	  challenges	  of	  
adulthood,	  and	  exposure	  to	  a	  wide	  range	  of	  
contexts,	  role	  models	  &	  experiences	  of	  genuine	  
responsibility	  (Bentley,	  1998b)	  
	  
	  
	  
Educa-on	  in	  the	  Knowledge	  Economy	  –	  	  
Preparing	  a	  flexible,	  networked	  &	  mul--­‐skilled	  workforce	  
	  
educa-ng	  the	  crea-ve	  class	  
	  
Innova-on	  is	  required	  in	  OECD	  economies	  to	  ensure	  alignment	  
of	  educa-on	  with	  the	  21st	  century	  knowledge	  economy/society,	  
building	  capaci-es	  of	  life-­‐learning	  skills,	  crea-vity	  &	  innova-on.	  	  
(Centre	  for	  Educa-onal	  Research	  and	  Innova-on,	  2008:3)	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
New	  modes	  of	  educa-on	  that	  prepare	  the	  ‘missing	  
middle’	  or	  K-­‐16	  educa-on	  pipeline	  to	  effec-vely	  drive	  
the	  crea-ve	  economic	  engine,	  need	  to	  be	  explored.	  	  
(Carnevale	  &	  Desrochers,	  2002:	  18-­‐22)	  
	  
	  
	  
educa-onal	  shiC	  
	  
A	  new	  “landscape	  of	  learning”	  (Bentley,	  1998a)	  
Understands	  business	  climate	  
Extends	  beyond	  the	  classroom	  
Promotes	  ac-ve	  ci-zenship	  
Develops	  employability	  
Tackles	  underachievement	  &	  social	  exclusion	  
“par-cipatory”	  culture	  (Jenkins,	  2006)	  learning	  through	  networked	  collec-ves	  
(Thomas	  &	  Brown,	  2011)	  
	  
	  
	  
Educa-on	  in	  the	  Knowledge	  Economy	  –	  	  
Preparing	  a	  flexible,	  networked	  &	  mul--­‐
skilled	  workforce	  
	  
Educa-on	  in	  the	  Knowledge	  Economy	  –	  	  
Focus	  on	  innova-on,	  crea-vity,	  cri-cal	  thinking,	  problem	  solving,	  
communica-on	  and	  collabora-on	  (Partnership	  for	  21st	  Century	  Skills,	  2009)	  
	  
Design	  is	  a	  form	  of	  knowledge-­‐based	  capital	  that	  can	  be	  used	  to	  
drive	  innova-on	  and	  growth	  (OECD,	  2012a)	  
the	  value	  of	  
design	  educa-on	  
 
•  design	  thinking	  incorporates	  all	  four	  
phases	  of	  an	  ideal	  learning	  cycle	  –	  
experiencing,	  reflec-ng,	  thinking,	  
ac-ng	  
•  iden-fying,	  framing	  &	  reframing	  -­‐	  not	  
just	  problem	  solving	  
•  experience	  learning	  style	  preferences	  
	  
	  
	  
	  
	  
	  
(Beckman	  	  &	  Barry,	  2007:47)	  
	  
	  
	  
	  
	  
	  
	  
interna-onal	  ini-a-ves	  
	  
	  
	  
	  
	  
	  
Design	  skillsets	  provide	  extra	  visual	  
language,	  framework	  for	  cri-cal/crea-ve	  
thinking	  &	  develop	  op-mism,	  mo-va-on	  	  
&	  agency	  (Design	  Commission,	  2011)	  
Despite	  history	  of	  design	  educa-on	  in	  	  
schools,	  lack	  of	  research	  assessing	  impact	  	  
of	  design	  on	  na-onal	  innova-on/educa-on	  
systems	  (McGimpsey,	  2011;	  Miller,	  2011)	  
	  	  
Finland	  is	  ranked	  as	  one	  of	  the	  top-­‐performing	  countries	  in	  
terms	  of	  the	  quality	  of	  its	  educa-onal	  system	  (OECD,	  2012b)	  &	  has	  
improved	  global	  compe--veness	  
	  
	  
interna-onal	  ini-a-ves	  
	  
	  
	  
	  
	  
	  
United	  States	  is	  also	  viewed	  as	  a	  world	  leader	  
in	  interdisciplinary	  design	  educa-on	  ini-a-ves	  
in	  primary/secondary	  schools	  
	  
Singapore,	  South	  Korea	  &	  Hong	  Kong	  re-­‐
examining	  design	  educa-on	  at	  all	  levels.	  	  
Singapore	  children	  exposed	  to	  design	  in	  primary/
secondary	  school	  
Compara-vely	  Australia’s	  ac-vi-es	  are	  limited.	  
World	  Bank	  KEI	  –	  Australia	  ranked	  second	  for	  educa-on,	  19	  for	  
innova-on	  behind	  it	  Asia	  Pacific	  neighbours	  (The	  World	  Bank,	  2012)	  
	  
na-onal	  ini-a-ves	  
	  
Australia	  in	  the	  Asian	  Century	  White	  Paper	  
acknowledges	  Australia’s	  innova-on	  	  
capabili-es	  
	  
	  
	  
	  
	  
	  
	  
	  
	  
“using	  crea-vity	  and	  design-­‐based	  thinking	  to	  
solve	  complex	  problems	  is	  a	  dis-nc-ve	  Australian	  
strength	  that	  can	  help	  meet	  the	  emerging	  
challenges	  of	  this	  century”	  
	  (Commonwealth	  of	  Australia,	  2012:8)	  	  
na-onal	  ini-a-ves	  
	  
Australian	  Na-onal	  Cultural	  Policy	  	  
recognises	  contribu-on	  of	  design	  to	  
cultural	  &	  economic	  sectors	  
	  
	  
	  
	  
	  
	  
	  
	  
How	  will	  the	  educa-on	  sectors	  achieve	  this?	  
“If	  Australia	  is	  to	  posi-on	  itself	  for	  the	  future,	  and	  be	  a	  
beacon	  in	  the	  region	  &	  the	  world,	  there	  is	  a	  need	  to	  
encourage	  ac-vi-es	  that	  foster	  the	  cultural	  economy	  &	  
build	  social	  and	  economic	  capital	  using	  crea-vity	  to	  
generate	  new	  skills	  and	  jobs.”	  
(Commonwealth	  of	  Australia,	  2013:9)	  	  
the	  challenge	  
•  Finland’s	  educa-onal	  outcomes	  driven	  by	  
open	  innova-on	  -­‐	  ins-tu-onal	  
founda-ons	  promo-ng	  ‘a	  culture	  of	  open	  
network-­‐based	  interac-on	  symbolised	  by	  
Nokia’	  
•  opportunity	  to	  test	  via	  coordinated	  open	  
learning	  networks	  &	  ac-on	  research	  for	  
larger	  scale	  reform	  to	  address	  lack	  of	  
evidence-­‐based	  research	  
	  	  	  	  	  	  	  	  (Bentley,	  2008:	  228)	  
	  
•  Australia’s	  geographical	  diversity	  
	  
	  
design	  immersion	  programs	  
Secondary	  school	  workshop	  programs	  (student	  and	  teacher):	  
•  goDesign	  regional	  travelling	  workshop	  program	  2010	  
•  Chinchilla	  SHS	  Cardboard	  Stool	  Pressure	  Test,	  2010-­‐2013	  
•  Living	  City	  2010,	  2013	  
•  Unlimited	  –	  Learning	  by	  Design	  &	  Genera>on,	  2010	  
•  Designing	  Futures/homegrown	  -­‐	  	  Zero	  Waste	  Fashion	  &	  Slow	  
Food,	  2011	  
•  goDesign	  Express	  Widening	  Learning	  &	  Par-cipa-on	  
•  Sitart	  60	  Chair	  Challenge,	  2012	  
•  Grey	  Street	  Exchange,	  2012	  
•  Young	  Scholars	  Second	  Skin,	  2012,	  2013	  
•  Young	  Scholars	  Design	  Pressure	  Test,	  2013	  
•  Learning	  Environment	  2050,	  2013	  
	  
evolving	  design	  skill	  sets	  
Build	  underlying	  curriculum	  for	  design	  thinking	  for	  non-­‐
designers	  (design	  briefs,	  design	  process,	  design	  methods	  and	  
design	  legacy)	  
AND	  develop	  professional	  knowledge	  through	  reflec-on	  on	  
ac-on	  	  
(Schon,	  1987)	  
	  
•  idea	  incuba-on	  –	  various	  levels	  of	  detail	  at	  various	  stages	  
•  trade-­‐off	  management	  –	  balancing	  conflic-ng	  requirements	  
•  visualisa-on	  of	  the	  tangible	  
•  coping	  with	  uncertainty	  –	  accommoda-ng	  emergent	  ideas	  
•  profiling	  the	  user	  –	  building	  empathy	  to	  allow	  rapid	  
genera-on	  &	  evalua-on	  of	  ideas	  
(Inns,	  2013:41)	  
	  
,	  	  
conver-ng	  DT	  into	  ac-on	  
	  
Facilita-on	  (by	  designers)	  converts	  design	  thinking	  into	  ac-on	  
It	  empowers	  others	  (non-­‐design	  professionals,	  problem	  owners	  
&	  stakeholders)	  to	  develop	  new	  solu-ons	  AND	  embed	  process	  
	  
•  idea	  facilita-on	  –	  mobilising/energising	  to	  innovate	  
•  value	  nego-a-on	  –	  facilita-ng	  financial/ecological/ethical/
social	  value	  trade-­‐offs	  
•  visualisa-on	  of	  the	  intangible	  –	  modelling	  new	  systems,	  
strategies	  &	  policies	  for	  broad	  audience	  
•  naviga-on	  of	  complexity	  –	  helping	  to	  profile	  impact	  of	  
emergent	  ideas	  on	  future	  opportuni-es	  
•  media-on	  among	  stakeholders	  –	  building	  understanding	  of	  
requirements/mo-va-ons	  of	  stakeholders	  (Inns,	  2013:41)	  
	  
,	  	  
facilita-on	  methods	  
	  
Developing	  methods	  for:	  
•  visualisa-on	  and	  prototyping	  
•  structuring	  thinking	  about	  users,	  exploring	  value,	  linking	  ideas	  
•  structuring	  thinking	  of	  groups	  of	  people	  working	  together	  
•  presen-ng	  a	  set	  of	  instruc-ons	  for	  ac-on	  
•  u-lising	  prototyping/model	  making	  
•  capturing	  the	  synthesis	  &	  decision-­‐making	  involved	  in	  the	  
design	  process	  prior	  to	  implementa-on	  -­‐	  ‘thinking	  journey’	  
(Inns,	  2013:44-­‐45)	  
	  
,	  	  
BROADENING	  HORIZONS:	  	  
MODELLING	  DESIGN	  LED	  INNOVATION	  	  
ACROSS	  SECONDARY	  EDUCATION	  	  
	  
	  
	  
Bro	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research	  ques-on	  
	  
Research	  Problem:	  
To	  ensure	  Australia	  remains	  globally	  compe--ve	  
in	  the	  knowledge	  economy,	  a	  design	  led	  culture	  
needs	  to	  be	  established,	  involving	  the	  
introduc-on	  of	  design	  thinking	  as	  a	  generic	  
capability	  at	  a	  school	  level	  to	  facilitate	  21st	  
century	  student	  outcomes,	  and	  empower	  future	  
genera-ons	  for	  business	  innova-on	  and	  ac-ve	  
ci-zenship.	  
	  
	  
	  
How	  can	  design	  led	  innova-on	  	  
be	  modelled	  across	  the	  secondary	  	  
educa-on	  sector	  in	  Australia?	  
	  
design	  led	  innova-on	  in	  the	  
classroom	  
	  
	  
 
 
 
 
(Baghai,	  Coley	  &	  White,	  1999)	  	  
	  
Horizon	  1	  
Lion’s	  share	  of	  annual	  	  
revenue,	  profit	  &	  cash	  flow	  
	  
Horizon	  2	  
Products	  just	  entering	  
market	  
	  
Horizon	  3	  
Seeds	  for	  tomorrow’s	  growth	  -­‐	  	  
Project	  investments	  more	  	  
than	  just	  ideas	  
	  
design	  led	  innova-on	  in	  the	  
classroom	  
	  
 
 
 
 
	  
(Carroll	  et	  al,	  2010)	  
(The	  Partnership	  for	  21st	  Century	  Skills,	  2009)	  
Design	  as	  Intersec2ng:	  
Design	  Thinking	  &	  Content	  
Learning	  	  
Design	  as	  Connec2ng:	  
Affect	  &	  Design	  	  
Design	  as	  Exploring:	  
Understanding	  Design	  
Horizon	  1	  
Design	  as	  Exploring	  
Understand	  design	  
process	  
Master	  core	  subjects	  &	  	  
21st	  themes	  
•  Global	  awareness	  
•  Entrepreneurial	  literacy	  
•  Civic	  literacy	  
•  Health	  literacy	  
•  Environmental	  literacy	  
	  
	  	  
design	  led	  innova-on	  in	  the	  
classroom	  
	  
 
 
	  
(Carroll	  et	  al,	  2010)	  
(The	  Partnership	  for	  21st	  Century	  Skills,	  2009)	  
Design	  as	  Intersec2ng:	  
Design	  Thinking	  &	  Content	  
Learning	  	  
Design	  as	  Connec2ng:	  
Affect	  &	  Design	  	  
Design	  as	  Exploring:	  
Understanding	  Design	  
Horizon	  2	  
Design	  as	  Connec2ng	  
Learning	  &	  Innova-on	  Skills	  
Preparing	  students	  for	  	  
complex	  life/work	  environs	  
	  
Crea-vity/Innova-on	  Skills	  
Cri-cal	  thinking/Prob	  Solving	  	  
Communica-on/Collabora-on	  
Info/Media/Technology	  
Literacy	  
Metacogni-ve	  Skills	  
	  
	  
	  	  
design	  led	  innova-on	  in	  the	  
classroom	  
	  
 
 
 
 
	  
(Carroll	  et	  al,	  2010)	  
(The	  Partnership	  for	  21st	  Century	  Skills,	  2009)	  
	  
Design	  as	  Intersec2ng:	  
Design	  Thinking	  &	  Content	  
Learning	  	  
Design	  as	  Connec2ng:	  
Affect	  &	  Design	  	  
Design	  as	  Exploring:	  
Understanding	  Design	  
Horizon	  3	  
Design	  as	  Intersec2ng	  
Life	  and	  Career	  Skills	  
Empower	  u-lisa-on	  of	  Design	  
Thinking	  
	  
Flexibility/Adaptability	  
Ini-a-ve/Self-­‐Direc-on	  
Socio/Cross	  Cultural	  Skills	  
Produc-vity/Accountability	  
Leaderships/Responsibility	  
	  
	  
	  	  
the	  innova-on	  matrix	  
	  
Innova-on	  Matrix	  for	  design	  led	  innova-on	  in	  secondary	  
educa-on	  needs	  to:	  
•  respond	  to	  economic	  growth	  &	  educa-onal	  objec-ves	  
•  capture	  complex	  variables	  
	  
Community	  	  
Parents	  
Design	  &	  Industry	  Professionals	  	  
Ter-ary	  Educators	  
Ter-ary	  Design/Business/	  Educa-on	  Students	  	  
Online	  Tools	  	  
	  
knowledge	  gaps	  
	  
•  building	  upon	  frameworks	  from	  business	  
sector	  
•  value	  of	  design	  thinking	  in	  secondary	  
educa-on	  contexts	  
•  ambiguous	  defini-ons	  in	  secondary	  
educa-on	  
•  design	  led	  innova-on	  as	  educa-on	  
innova-on	  strategy	  for	  21st	  century	  
	  
	  
 
Prototyping	  required	  to	  address	  lack	  of	  
evidence-­‐based	  research	  on	  impact	  for	  
na-onal	  innova-on	  &	  educa-on	  
implica-ons	  
	  
•  changes	  to	  ter-ary	  pedagogies	  for	  educa-on	  to	  include	  
design	  led	  innova-on,	  and	  professional	  development	  for	  
secondary	  teachers	  
•  new	  regimes	  for	  assessment	  for	  crea-ve	  capacity	  building	  
 
 
 
 
 
•  a	  new	  framework	  for	  curriculum	  involving	  design	  led	  
innova-on	  across	  the	  educa-on	  sector	  
•  review	  incorpora-on	  of	  generic	  capabili-es	  into	  secondary	  
schools	  &	  opportuni-es	  for	  mul--­‐stakeholder	  engagement	  
research	  design	  
	  
	  
Instruments	  
Methods	  
Research	  Phase	  
Methodology	  
Research	  Approach	  
Theore-cal	  Perspec-ve	  
Epistemology	   Construc-vism	  
Cri-cal	  Theory/Inquiry	  
Induc-ve	  
Ac-on	  	  
Research	  
Project	  1:	  	  
Project	  Framing	  
Literature	  Review	  
Project	  2:	  Data	  Analysis	  
Case	  Study	  
Focus	  Groups	   Interviews	   Student	  Journals	   Reflec-ve	  Journal	  
Project	  3:	  
Interpreta-on	  	  
Interven-onist	  
Responsive	  Evalua-on	  
(adapted	  from	  Croqy,	  1998:4)	  
	  
methodology	  
	  
Defini-on	  of	  Design	  Led:	  
•  	  ‘the	  tools	  &	  approaches	  which	  enable	  design	  thinking	  to	  be	  
embedded	  as	  a	  cultural	  transforma-on’	  
•  having	  a	  vision	  for	  growth	  based	  on	  deep	  customer	  insights;	  
expanding	  this	  vision	  through	  co-­‐design	  with	  stakeholders;	  
and	  mapping	  these	  insights	  to	  all	  aspects	  of	  the	  business	  
(Bucolo	  &	  Maqhews,	  2011)	  
	  
(Carr	  and	  Kemmis,	  1986)	  	  
Ac-on	  Research	  (prac-ce-­‐based	  prac-ce)	  
the	  improvement	  of	  prac-ce;	  the	  improvement	  of	  
the	  understanding	  of	  prac-ce;	  the	  improvement	  of	  
the	  situa-on	  in	  which	  the	  prac-ce	  takes	  place.	  	  
ac-on	  research	  
	  
Design	  Thinking/Innova-on	  Process	  	  	  	  Ac-on	  Research	  Process	  
(adapted	  Kolb’s	  experien-al	  learning	  cycle,	  1988)	  	  	  	  	  	  	  	  	  	  	  	  	  (adapted	  Kemmis	  &	  McTaggart,	  1982)	  
	  
	  
	  
	  
	  
	  
(Beckman	  &	  Barry,	  2007:30))Retrieved	  5	  August,	  2012,	  from	  	  
hqp://insideinnova-on.haas.berkeley.edu./…/Beckman.pdf	  
	  	  
hqp://physicsed.buffalostate.edu/danowner/
ac-onrsch.html	  
case	  study	  
 
‘goDesign	  Travelling	  Design	  Workshop	  Program	  for	  Regional	  
Queensland	  Secondary	  School	  Students’	  –	  Mul-ple	  Embedded	  
•  place-­‐based	  approach	  (Smith,	  2007)	  
•  IDESIGN	  model	  (Burneqe,	  1993) 
 
 Chinchilla	  State	  High	  School	  	  |	  	  Mount	  Isa,	  Spinifex	  State	  College	  	  	  	  
Quilpie	  State	  College	  |	  Emerald	  State	  High	  School	  	  	  
Gladstone	  State	  High	  School	  |	  Bundaberg	  State	  High	  School	  
 
hqp://eprints.qut.edu.au/47747/	  
	  
methods	  
	  
Literature	  Review	  
	  
	  
	  
	  
	  
Outcome	  analysis	  within	  framework	  of	  proposed	  innova-on	  matrix	  
 
 
Case	  study	   	  Student	  focus	  groups	  	  
(6	  loca-ons)	   	  Interviews	  with	  teachers	  &	  facilitators	  	  
Mul-ple 	   	  Observa-on	  of	  student	  journals	  
Embedded	   	  Reflec-ve	  journal	  
Wicked Futures: 
metadesign, resilience and 
transformative classrooms 
LESHOOPER	  
HOD	  Visual	  Arts	  and	  Design	  
SUEWELCH	  
Educator	  &Volunteer	  Researcher	  
NATALIEWRIGHT	  
QUT	  Lecturer	  in	  Interior	  Design	  	  
hqp://resources.kelvingrovesc.eq.edu.au/visart/index.html	  
	  
	  
QUT/Kelvin	  Grove	  State	  College	  Art	  and	  Design	  Excellence	  Program	  
“designing futures” 
Kelvin	  Grove	  State	  College,	  Queensland,	  Australia	  
Visual	  Arts	  Department	  
	  
•  6 month pilot project in 2011, 2014 
•  700	  out	  of	  1300	  students	  (K-­‐12),	  9	  designers-­‐in-­‐residence,	  over	  
20	  teachers	  
•  transdisciplinary - art & design (drawing/prototyping), 
biology, chemistry (DNA extraction), English (written & oral 
communication), physics (of structures), mathematics 
(measuring & spatial), philosophy & ethics	  
•  funded	  by	  Ar-st-­‐in	  Residence	  grant	  (Australian	  Council	  for	  the	  
Arts/Educa-on	  Queensland/Arts	  Queensland)	  
•  informing ongoing approach to design programs 
	  
design and futures
Design	  can	  help	  
	  
•  educa-on	  can	  benefit	  from	  future-­‐focused,	  inclusive	  design	  
empowering	  all	  students	  for	  collabora-ve,	  ac-ve	  ci-zenship	  
•  assessment/accountability	  needs	  to	  be	  balanced	  with	  
encouragement	  of	  divergent	  thinking	  
•  success measured by quality of teamwork & ideas, not 
usual ‘performance values’ 
•  addressing ‘Wicked Problems’ (Rittel & Webber, 1973)  
      rather than ‘tame’ problems (Coyne, 2005:6) – dealing with 
     complexity/uncertainty & wide range of stakeholders 
	  
“designing futures” 
Partnerships,	  authen-c	  learning,	  inclusivity	  &	  
par-cipa-on,	  empowerment	  &	  ….	  resilience	  

Embraces concepts of: 
•  “metadesign” (Wood, 2007; Attainable Utopias Ltd 2011) 
•  co-design & co-creation as part of metadesign (Giaccardi, 2005) 
•  “design activism” (Fuad-Luke, 2009) 
•  “design futuring” (Fry, 2009) 
 
Modelled on IDEO’s version of ‘design thinking’ (IDEO, 2012) 
•  human-centred, collaborative, experimental, optimistic 
•  provides useful structure for learning 
 
 
	  
	  
	  
metadesign
Overarching narrative rather than single story 
Avoids politics of the school system 
 
•  cross-disciplinary, holistic, consensual, ethical, transcending 
problem-oriented approach (Wood, 2007) 
•  cultural shift from concept of design as ‘planning’ to design 
as ‘seeding’ (Giaccardi, 2005:348) 
•  constructive mode of design converging art & science 
(Giaccardi, 2005:348) 
•   “co-creation: a shared design endeavour aimed at 
sustaining, emergence, evolution & adaptation” (Giaccardi, 
2005:347) 
 
resilience education
Resilient systems are based on self-organising 
networks, not on hierarchies 
 
•  builds	  skills,	  understandings	  &	  autudes	  that	  will	  enable	  them	  to	  
respond	  crea-vely	  to	  challenges	  -­‐	  to	  survive,	  adapt	  &	  rebuild	  
rather	  than	  to	  despair	  
	  
•  centred	  on	  sensi-ve	  &	  effec-ve	  teamwork	  	  
origami programs 
Science  Maths 
Problem-solving  
Prototyping
Jonathan	  Baxter	  
Origami	  Ar-st	  
in-class 
design mentoring
Kylie	  Bickle	  
Interior	  Designer/Fashion	  Designer	  
ArtScience - 
Bio-Art/Ethics 
Visual Arts 
Philosophy  Chemistry
Svenja	  Kratz	  
Bio-­‐Media	  Ar-st	  
Zero Waste Fashion for 
“homegrown”
Fashion
Senior	  Students	  

zero waste fashion
The	  slow	  design	  movement	  &	  principles	  of	  zero-­‐waste	  design	  
Connec-ng	  global	  and	  local	  perspec-ves	  and	  recycling	  materials
Slow Food for 
“homegrown”
Design
Senior	  Students	  

slow food
The	  slow	  food	  and	  slow	  design	  movement	  	  
Connec-ng	  global	  and	  local	  perspec-ves,	  visi-ng	  local	  food	  businesses
Day 1: designing edible futures
design-all-day
31	  middle	  school	  students	  |	  4	  teachers	  |	  3	  designers	  	  
age:	  10-­‐12	  years	  
	  
Day 1: designing edible futures
Food Miles: Discovering the origin of a mystery food package and 
calculating food miles

What	  do	  we	  eat,	  how	  to	  eat	  healthier,	  who	  grows	  the	  food	  for	  our	  plates,	  
how	  it	  gets	  there,	  who	  is	  paying,	  who	  makes	  money	  along	  the	  way	  &	  who	  
guards	  the	  precious	  seeds?
Day 1: designing edible futures
Edible Bling: How to encourage local and healthy eating?
 
to	  the	  chopping	  boards	  &	  mixers	  to	  create	  food	  “bling”	  	  
team	  solu-ons	  –	  song	  &	  dance,	  new	  packaging	  ideas,	  posters,	  a	  healthy	  pizza	  &	  
healthy	  ice-­‐blocks	  
“saving humpty” 
Day 2: safe landings for soft 
bodies design-all-day
30	  middle	  school	  students	  |	  4	  teachers	  |	  3	  designers	  
age:	  11-­‐12	  years	  
	  
Day 2: safe landings for soft 
bodies
Saving Humpty: Rationale/Redirecting the Brief

Designing	  and	  construc-ng	  ways	  to	  protect	  an	  egg	  from	  breaking	  before	  it	  was	  
dropped	  from	  a	  height.	  Is	  it	  about	  harder	  hats	  or	  soCer	  landings?	  
Exploring	  fun	  strategies	  to	  encourage	  safer	  environments	  &	  less	  risky	  personal	  
behaviours	  
“somewhere to sit and chat…
that doesn’t cost the earth” 
Day 3: zero waste chair 
design-all-day
50	  middle	  school	  students	  |	  4	  teachers	  |	  3	  designers	  
age:	  12-­‐13	  years	  
Day 3: “somewhere to sit and 
chat…that doesn’t cost the earth”
Zero Waste Chair
Sustainable	  use	  of	  resources	  (one	  standard	  recycled	  cardboard	  sheet	  &	  limited	  
paleqe	  of	  materials)	  and	  the	  metaphor	  of	  community	  at	  the	  heart	  of	  the	  
challenge	  
Outcomes
http://eprints.qut.edu.au/57626/ 
 
 
 
 
 
 
 
 
Active school/community/tertiary sector partnerships essential  
for articulating pathways for K-12 students & ongoing research  
assistance 
 
Have established a Metadesign Schools Network to allow extension of  
‘Futures’ programs into an international community & sharing of ideas, 
resources & mentoring towards policy reform 
http://metaeducators.wordpress.com/ 
 
 

Knowledge	  Economy	  Market	  
Development	  Mapping	  Study:	  
Understanding	  the	  value	  of	  design	  educa2on	  
programs	  in	  the	  knowledge	  economy	  
NATALIEWRIGHT	  
QUT	  Lecturer	  in	  Interior	  Design	  	  
BECKDAVIS	  
(former)	  QUT	  Lecturer	  in	  Industrial	  Design	  	  
DR	  SAMBUCOLO	  
(former)	  QUT	  Professor	  &	  Chair,	  Design	  and	  Innova-on	  
	  
Image	  from	  Living	  City	  Workshop	  Program	  2013	  
hqp://eprints.qut.edu.au/56341/	  
hqp://eprints.qut.edu.au/56343/	  
	  
mapping	  study	  
	  
Commissioned	  by	  Queensland	  	  
Government	  in	  2012	  in	  response	  to	  	  
Design	  Strategy	  2020	  policy	  focus	  to	  	  
“build	  design	  knowledge	  &	  learning”	  
(Arts	  Queensland,	  2009)	  	  
	  
Iden-fies	  scope	  &	  value	  of	  design	  	  
educa-on/research	  programs	  from	  	  
primary	  school	  to	  professional	  design	  	  
sector	  in	  Queensland	  
Recommends	  future	  development/research	  	  
opportuni-es	  to	  inform	  the	  Arts	  &	  Cultural	  	  
Investment	  Framework	  2013-­‐2014	  
	  
	  	  	  	  |	  	  	  	  ||||	  	  	  	  	  	  	  	  	  	  ||||	  	  |	  	  |	  	  	  |	  © 2013	  	  |	  	  	  	  ||||||||||||	  	  	  |||	  	  	  |	  	  	  |	  	  |||||||||||	  	  	  |	  	  ||||||||||	  |	  
!
The Knowledg
e 
Economy Mar
ket 
Development
 
 
Mapping Stud
y
  !!!!!""""!!!!""""""""""!!!!""!""!"""!"! 2013
 !!!""""!!!!!!!!!!!!"""!!!"""!"""!""!!!!!!!!!!!"""!""!!!!!!!!!!"!
	  	  	  	  	  (Wright,	  Davis	  &	  Bucolo,	  	  2013a)	  
study	  background	  
	  
	  
•  Literature	  review	  of	  na-onal	  &	  	  
	  	  	  	  	  interna-onal	  design	  educa-on	  programs	  
•  Online	  Survey	  	  
•  Focus	  groups	  &	  in-­‐depth	  interviews	  
Image	  from	  Grey	  Street	  2020	  	  -­‐	  goDesign	  Express	  Workshop	  Program	  2012	  
findings	  
	  
	  
	  
Image	  from	  goDesign	  Travelling	  Workshop	  Program	  2010	  
findings	  
The	  educa-on	  landscape	  
•  1,239	  state	  schools	  service	  popula-on	  of	  	  
	  	  	  	  	  4,	  585	  776	  (Queensland	  Government	  Treasury	  &	  Trade,	  2012)	  
•  616	  are	  rural/remote	  -­‐	  Queensland	  has	  higher	  
propor-on	  of	  small	  regional	  primary	  schools	  
(Queensland	  Government,	  2010;	  	  McCollow,	  2012)	  
	  
Unique	  challenges	  to	  develop	  programs	  that	  can	  
be	  shared/disseminated	  across	  schools/regions	  	  
	  	  	  	  	  	  
Smart	  Classrooms	  (Queensland	  Government,	  2012)	  
Design	  Minds	  (State	  Library	  of	  Queensland	  2012)	  
	  
findings	  
The	  educa-on	  landscape	  
•  494	  registered	  secondary	  schools	  (ABS,	  2011)	  
•  Of	  state	  schools,	  15%	  secondary/74%	  primary	  
–	  concern	  for	  knowledge	  economy	  
•  Teachers	  operate	  within	  strict	  teaching	  
frameworks	  of	  NAPLAN,	  Na-onal	  Curriculum,	  
C2C	  &	  Queensland	  Professional	  Standards	  
•  Qld	  Studies	  Authority	  (QSA)	  provides	  K-­‐12	  
syllabuses	  
Limited	  design	  exists	  in	  Graphics,	  Visual	  Arts	  &	  
Industrial	  Technology	  &	  Design	  
Teachers	  taking	  own	  ini-a-ves	  in	  design	  
findings	  
The	  educa-on	  landscape	  
•  9	  universi-es	  –	  8	  (27	  of	  32	  Campuses)	  offer	  
design	  educa-on	  across	  variety	  of	  levels;	  
	  	  	  	  	  2	  offer	  distance	  educa-on	  programs	  
•  majority	  of	  regional	  UG	  programs	  -­‐	  digital	  
media/mul-media,	  games	  &	  graphic	  design	  
•  Interna-onal	  higher	  educa-on	  largest	  export	  
industry	  in	  Brisbane	  -­‐	  55,000	  students	  
Important	  offerings	  remain	  relevant	  to	  
interna-onal	  markets	  (Study	  Brisbane,	  2012)	  
	  
findings	  
The	  educa-on	  landscape	  
54	  school/university	  curriculum	  independent	  
programs	  (14	  regional)	  conducted	  with	  industry,	  
ter-ary	  &	  government	  engagement	  
	  
•  strong	  secondary	  programs,	  more	  work	  to	  
capture	  evidence	  of	  ac-vity	  in	  primary	  sector	  	  
•  more	  ac-vity	  required	  in	  regional	  areas	  
•  proac-ve	  peak	  bodies	  providing	  professional	  
development	  programs	  
findings	  
Impacts	  of	  design	  educa-on	  
Students	  
•  New	  understandings	  of	  place,	  self	  &	  community	  
•  Different	  way	  of	  seeing	  and	  being	  in	  the	  world	  
•  Empowerment	  &	  mo-va-on	  to	  be	  ac-ve,	  produc-ve,	  
confident	  &	  inclusive	  ci-zens	  
•  Engaged	  curiosity	  towards	  lifelong	  learning	  
•  Extra	  visual	  language	  for	  communica-on	  &	  
collabora-on	  
•  Inspired	  career	  pathways	  &	  pursuit	  of	  ter-ary	  
qualifica-ons	  
findings	  
Image	  from	  Second	  Skin	  Workshop	  Program	  2012	  
findings	  
Impacts	  of	  design	  educa-on	  
Educators,	  business	  &	  professional	  designers	  
•  Professional	  development	  opportuni-es	  –	  inspira-on	  
&	  reinvigora-on	  for	  prac-ce	  
•  Enquiry-­‐based	  learning,	  teamwork	  in	  the	  classroom	  
•  Purposeful	  community	  partnerships	  	  
•  Rewri-ng	  of	  school	  wide	  curriculum/pedagogy	  
•  Strengthening	  of	  communi-es	  through	  youth	  
engagement	  &	  research	  posi-oning	  Qld	  globally	  
•  Changed	  business	  strategy	  
Image	  from	  Learning	  By	  Design	  Teachers	  Workshop	  Program	  2010	  
findings	  
findings	  
design	  educa-on	  and	  research	  ac-vity	  
•  Most	  programs	  focus	  on	  ‘process	  ’of	  design	  to	  empower	  &	  
problem	  solve	  
•  Funding	  &	  systemic	  government	  support	  are	  clear	  challenges	  
•  “General	  misunderstanding	  of	  importance/value	  of	  design	  in	  
educa-on	  in	  rural	  areas”	  (Survey	  respondent	  P31)	  
•  Resources,	  workload,	  teaching	  ra-os,	  volunteer	  involvement,	  
teacher	  uptake	  &	  Na-onal	  Curriculum	  points	  of	  concern	  
•  Broad	  social,	  economic,	  community	  impact	  (94%	  strongly/
somewhat	  agreed)	  
	  	  	  	  	  	  
findings	  
percep-ons	  about	  design	  in	  the	  knowledge	  economy	  
	  
•  Design	  educa-on	  needs	  to	  urgently	  address	  systemic	  
environmental	  challenges	  
•  DE	  provides	  opportunity	  to	  challenge	  current	  educa-onal	  
models	  beyond	  ‘wrote’	  learning	  
•  Design	  needs	  to	  be	  intrinsic	  and	  cross-­‐disciplinary	  
•  Design	  leadership	  flagged	  as	  an	  emerging	  discipline	  
•  Demonstra-ng	  economic	  value	  of	  design	  key	  challenge	  
•  Use	  of	  the	  word	  ‘design’	  &	  language	  describing	  design	  key	  
challenge	  
	  
findings	  
Planning	  for	  the	  future	  
	  
•  Reliance	  on	  government,	  but	  poli-cal	  terms	  limit	  capacity	  to	  
implement	  &	  retain	  long	  term	  design	  &	  educa-on	  policy	  
•  Ini-a-ves	  independent	  of	  government	  as	  primary	  funder	  
required	  
•  Requirement	  for	  evidence-­‐based	  research	  communica-ng	  
value	  of	  design	  towards	  na-onal	  innova-on	  
•  *Improved	  industry/ter-ary	  sector	  engagement	  required	  
•  Educa-on	  &	  technology	  central	  to	  new	  growth	  industries	  
findings	  
Educa-on	  and	  Curriculum	  Development	  
	  
•  *Curriculum	  key	  driver	  of	  change	  in	  thinking	  especially	  in	  
regional	  areas	  
•  Academics	  need	  to	  develop	  curriculum	  with	  industry/
community	  
•  Autonomy	  for	  primary/secondary	  teachers	  to	  innovate	  
curriculum	  within	  educa-on	  structures	  
•  School	  curriculum	  authori-es	  need	  to	  engage	  with	  
professional	  designers/industry	  
	  
findings	  
Ter-ary	  Sector	  Development	  
	  
•  Defining	  contribu-on	  of	  design	  educa-on	  in	  the	  higher	  
educa-on	  sector	  &	  accoun-ng	  for	  graduates	  key	  challenge	  
•  Need	  to	  graduate	  beqer	  designers	  but	  also	  educate	  for	  
future	  prac-ce	  
•  Tangible	  research	  for	  design	  prac--oners	  required	  
•  *Reliance	  on	  ter-ary	  sector	  for	  design	  program	  
development,	  implementa-on	  &	  facilita-on	  
recommenda-ons	  
Image	  from	  Unlimited:	  Genera>on	  Workshop	  Program	  2010	  
recommenda-ons	  
value	  of	  design	  educa-on/research	  in	  the	  knowledge	  
economy	  
	  
•  design	  thinking	  to	  infuse	  all	  sectors	  of	  government	  
•  strategically	  align	  design	  to	  address	  emerging	  local	  
challenges	  through	  forma-on	  of	  crea-ve	  alliances	  building	  
on	  triple	  helix	  mode	  of	  innova-on	  
•  ongoing	  government	  investment	  in	  DE	  programs	  to	  
communicate	  value	  &	  mobilise	  community	  
•  ongoing	  development	  &	  support	  for	  regional	  programs	  
•  *design	  must	  be	  conceived	  of	  as	  interdisciplinary	  &	  even	  
meta-­‐disciplinary	  	  &	  embedded	  in	  all	  levels	  of	  educa-on	  
(Cope	  and	  Kalantzis,	  2010)	  
recommenda-ons	  
upskilling	  and	  training	  educators	  
	  
•  educators	  to	  shiC	  from	  “content	  delivery	  to	  capacity	  
building,	  from	  supplying	  curriculum	  to	  co-­‐crea-ng	  “	  	  
•  students	  to	  shiC	  aqen-on	  from	  individual	  performance	  to	  
learning	  through	  networks	  (McWilliam	  &	  Haukka,	  2008)	  
•  professional	  development	  programs	  in	  design	  pedagogy	  
required	  
•  changes	  to	  ter-ary	  pedagogies	  for	  primary/secondary	  
teacher	  training	  need	  to	  include	  design	  
•  *new	  models	  of	  engagement	  between	  educa-on	  sectors	  &	  
between	  disciplines	  of	  business/educa-on/crea-ve	  
industries,	  led	  by	  ter-ary	  sector	  
recommenda-ons	  
learning	  beyond	  the	  classroom	  &	  challenging	  
curriculum	  
	  
•  new	  open	  learning	  model	  of	  coordinated	  networks	  needs	  to	  
be	  constructed	  for	  innova-on,	  through	  ac-on	  research	  
•  ongoing	  support	  for	  design	  immersion	  &	  design	  
compe--ons	  to	  fill	  gap	  in	  curriculum	  &	  ar-culate	  pathways	  
•  greater	  collabora-on	  between	  Queensland	  Studies	  
Authority	  &	  professional	  designers/educators	  to	  update	  
curriculum	  to	  integrate	  design	  frameworks	  
•  *engagement	  with	  ter-ary	  sector	  to	  develop	  research	  
collec-on	  strategy	  
recommenda-ons	  
responsibility	  and	  accountability	  
	  
•  Inves-gate	  new	  funding	  models	  to	  mobilise	  local	  
involvement,	  collabora-on	  &	  promo-on	  
•  Crea-ve	  Educa-on	  Trust	  u-lising	  financial	  legacy	  from	  
mining	  boom	  in	  regional	  hubs	  to	  tackle	  socioeconomic	  
divide	  &	  geographical	  diversity	  
•  Founda-on	  to	  engage	  schools,	  universi-es,	  govt,	  business	  &	  
design	  sectors	  to	  explore	  partnerships	  &	  Asia	  Pacific	  issues	  
•  *Universi-es	  must	  embrace	  interdisciplinary	  learning	  &	  
consider	  new	  programs	  in	  ‘design	  leadership’	  
•  Design	  Educa-on	  &	  Research	  Taskforce	  repor-ng	  to	  Govt	  
recommenda-ons	  
Measuring	  impact	  and	  dissemina-ng	  knowledge	  
•  local	  funding	  &	  infrastructure	  to	  be	  developed	  to	  allow	  
ongoing	  prototyping	  and	  research,	  towards	  policy	  reform	  
•  research	  on	  impact	  of	  design	  educa-on	  in	  regional	  areas	  	  to	  
build	  innova-ve,	  adap-ve	  &	  resilient	  communi-es	  required	  	  
•  *maintain	  dialogue	  between	  ter-ary	  sector	  &	  government	  
to	  provide	  future	  strategic	  plan	  for	  academic	  design	  
educa-on	  research	  	  
	  
	  
	  
	  
summary	  
	  
Image	  from	  Design	  Minds	  Teacher	  Professional	  Development	  Program	  2011	  
summary	  
	  
•  *Need	  to	  beqer	  integrate	  design	  across	  all	  levels	  of	  
educa-on	  to	  build	  crea-ve	  capacity	  
•  Need	  greater	  understanding	  of	  the	  role	  of	  designers	  	  in	  the	  
new	  economy	  
•  Upskilling	  &	  professional	  development	  of	  educators	  about	  
processes	  of	  design	  &	  engagement	  for	  learning	  
•  *Ter-ary	  sector	  will	  play	  important	  role	  in	  nurturing	  
crea-ve,	  innova-ve	  &	  adap-ve	  culture	  fostering	  design	  
educa-on/research	  
•  Urgent	  need	  to	  gather	  state-­‐centric	  evidence	  of	  impact	  of	  
design	  and	  role	  within	  the	  knowledge	  economy	  
	  
next	  steps	  
	  
•  PhD	  Research	  –	  Developing	  a	  framework	  for	  design	  integra-on	  
across	  secondary	  educa-on,	  goDesign	  regional	  case	  study	  	  
	  
	  
•  Ongoing	  research	  collabora-on	  with	  Design	  Minds	  measuring	  
impact	  of	  digital	  playorm	  for	  design	  educa-on	  
•  Research	  measuring	  value	  Qld	  ter-ary	  design	  educa-on	  to	  
graduates	  &	  industry	  eg.	  Designing	  our	  Future	  Report	  (State	  of	  
Victoria,	  2009)	  
•  Develop	  Metadesign	  Educators	  Network	  (sec./tert.	  sector)	  
•  Ongoing	  inves-ga-on	  of	  role	  of	  design	  thinking	  in	  higher	  
educa-on	  for	  developing	  generic	  21st	  century	  capabili-es	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